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Audience evaluation is the process of examining information about 
users and it helps developers, experts and researchers to adapt the 
“message” in order to be well understood by the final receivers.
How we do it? 
MULTI-PARTITIONED ANALYSIS
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s· Qualitative and quantitative types of analysis
· Characterised by rigidity, 
cross-check sessions, 
supporting guidelines
· Combination of three parallel 
techniques
· Reasonable number of visitors 
(minimum 50 users)
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· Usability
· User satisfaction
· Educational potential of 
content
· Accessibility of such 
applications  into the 
museum environment.
· Both natural interaction applications 
(using Kinect sensor)
· Immersive environments with 3D 
reconstructions
· Ancient historical periods relived in 
3D also with real actors
· The relevance of the 
combination of quantitative and 
qualitative tools to have more 
material to compare with;
· The practicability of submitting 
driven-scenarios to analyze 
user’s memorability and control 
over the system;
· The good intuition of dividing the 
public between active and 
passive users to better 
understand the pubblic 
dynamics;
· The role of the operator is 
fundamental even if difficult to 
perform;
· Language used for the 
evaluation must be customized 
on the final target , the support 
of evaluation’s delivery, the 
context of submission and the 
time at disposal.
6.
 O
ut
co
m
es
7.
 R
ef
er
en
ce
s · A. J. Onwuegbuzie, N. L. Leech, “On Becoming a Pragmatic Researcher: The 
Importance of Combining Quantitative 
and Qualitative Research Methodologies”. 
In International Journal Of Social 
Research Methodology , Vol. 8 , Issue 5, 
2005.
· M. D. Gall, W. R. Borg, J. P. Gall, “Educational 
Research: An Introduction” (6th ed.). 
White Plains, NY: Longman, 1996.
· E. Pietroni, A. Pagano, C. Poli, “Tiber Valley 
Virtual Museum: user experience 
evaluation in the National Etruscan 
Museum of Villa Giulia”, in Proceedings of 
24th International Conference in Central 
Europe on Computer Graphics, 
Visualization and Computer Vision WSCG 
2016 , Pilzen, Czech Republic, May 30 – 
June 3, 2016, ed. By Vaclav Skala, 
University of West Bohemia, Czech 
Republic, UNION Agency.
· E. Pietroni, M. Forlani, C. Rufa, “Livia's Villa 
Reloaded: An example of re-use and 
update of a preexisting Virtual Museum, 
following a novel approach in 
storytelling inside virtual reality 
environments”, In Proceedings of Digital 
Heritage 2015 , IEEE.
AN INTEGRATED METHODOLOGICAL
APPROACH TO EVALUATE VIRTUAL
MUSEUMS IN REAL MUSEUM CONTEXTS
HOW PEOPLE INTERACT WITH VIRTUAL MUSEUMS (VMS)?
WHICH ARE THE SOCIAL AND PSYCHOLOGICAL REPERCUSSIONS? 
Alfonsina Pagano 1, Eva Pietroni 1, Caterina Poli 2
CNR ITABC, Rome, ITALY 1
Università della Tuscia, Viterbo, ITALY 2
Observation Questionnaires Driven-scenario
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Instrument that implies two kinds of 
techniques: observation and direct 
interview. The visitor is asked to solve 
specific tasks and express his 
impressions or doubts by the 
thinking-out-loud method.
The expectations and the awareness of the public attending 
museums are evolving. It is therefore a priority to evaluate the impact 
that virtual applications in museums produce on the audience.
Q
UE
ST
IO
NN
IN
G
Tiber Valley Virtual Museum
Example 1
Example 2
Livia’s Villa Reloaded
5. Case study
DIVISION IN ACTIVE AND PASSIVE USERS
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For any further information contact us at:
alfonsina.pagano@itabc.cnr.it | eva.pietroni@itabc.cnr.t | policat@tiscali.it
In User Experience evaluation there are 
not “standardized” rules and ready-made 
solutions when dealing with VMs but still 
best practices.
